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Abstract

High-performance GPU-implementation of the backward ray
tracing algorithm is proposed. High performance is provided by
new ray-primitive intersection algorithms without dynamic
branches, uniform grid accelerating structure with “proximity
cloud” information; by some optimizing techniques for ray tracing
algorithm on GPU architecture. The implementation was done as
cross platform on GLSL and provides real-time rendering for
scenes with 300K and more triangles.
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1. NPEALUECTBYIOLUME PABOTbI

3amaua peaau3aluy AIrOpPUTMa OOPAaTHOH TPACCHPOBKU JIydei B
peantpHOM BpEMEHH MMEET I0CTaToYHOo Ooraryro ucroputo [1]-[5],
HOBBIH HMITYIBC KOTOPOH HPHAANO HOSBICHHE TIpapUIecKuxX
HPOLIECCOPOB, CIIOCOOHBIX BBINOJHATH BBIYUCICHHUS OOLIEro
Ha3HaueHus. PacimupeHHble BO3MOMXKHOCTH IPOrpaMMUpPYEMOCTH
rpaduueckux mporeccopoB U mosieneHue Texuonoruit NVIDIA
CUDA u AMD Stream npuenu K nepecMoTpy psaa IPUHIUIIOB,
3QI0KEHHBIX B  peald3alUi0  TPacCHUPOBKM  Jyded I
rpaduueckoro Impoueccopa. MHTEPeCHBIM NPUMEPOM CIIYKHT
pabota [6], B KOTOpOW aBTOPBI OJHU W3 IMEPBBIX PEaIU30BAIH
MOJHOLICHHBIH ~ alfOPUTM  TPAacCUPOBKM JIydeld B  0OHOM
(bparMeHTHOM nrefiiepe. Cpenu  mocnegHux — pabor,
ucnons3yromux Texsonoruo NVIDIA CUDA, cinenyeT oTMETUTh
MpoeKT [7], B KOTOPOH TpacCUpOBKa JIy4ei PealbHOrO BPEMEHU
peanM30BaHa C y4€TOM TEHEH, OTPaKEHUH U IPETOMIICHUH IS
JIOCTATOYHO CIOXHBIX CLIEeH (COTHHU ThICSY TPEYT OJIbHUKOB).

Lems nanHON paboThl — peanu3alysg aJropuT™Ma O0OpaTHOM
TPacCUPOBKY JIydeil Ha rpaguyecKoM MPoLeccope ¢ MOISPIKKOH
BCEX OCHOBHBIX BO3MOXHOCTEH MeETOJa: BU3yalau3alusi TEHEH,
OTPKEHUH, TPENOMIICHUH, MOJIePKKa IPO3PAYHBIX OOBEKTOB U
TeKCTypupoBaHus. B xauecTBe mnatopMel BEIOpaH rpadaecKuit
untepderic OpenGL u CBsI3aHHBIH C HHUM SI3BIK ILEHIEPOB
OpenGL Shading Language (GLSL).

2. TPACCUPOBKA NYYEN HA GPU

Kaxnas peanusanuiss TPacCHpPOBKH JIydeil XapaKTepU3yeTCst
HAOOPOM 6a306bIX 20MEMPUUECKUX NPUMUMUGOS, TIOJICPIKKON
cmamuyeckux Wi OUHAMUYeCKUX KOMIBIOTEPHBIX CIICH, a TaKKe
MIPUMEHSIEMOIT ycKopsiowell cmpykmypoil.

B nmanHo#i pabore mpeamonaraercsi, 4To BCE OOBEKTHI CIICHBI
MPE/ICTABICHbl Ha0OPOM  mMpeyeosibHUKO8, HUTO YBEIUYHUBACT
s dexruBHOCTH [8]. Kpome Toro, paccmarprBacMasi peau3alus
MpefHAa3HAYCHA JJIs BU3YaJIM3allMH CLUCH CO CMAMU4eckoll
reoMeTpuei, OJJHAKO HMCTOYHUKU CBETa W HAOJIIOAATeNb MOTYT
MPOU3BOJILHO MEHSTh CBOE MOJIOKEHUE B TPOCTPAHCTBE BO BPEMsI
BU3YyaJTH3AIHH.

Hapsiny ¢ TpaauuMOHHON pe2ynsapHoii cemkoii B AaHHON padore
HCTIONB30BAIaCh PEryssipHas ceTka ¢ nHpopMmanueit o 6auzocmu
(proximity cloud), mno3BonsOWasi TMOBBICUT A (PEKTUBHOCTD

IIOUCKa TOYEK coyaapeHus [4]. st 3Toro BceM IMyCTHIM BOKCEIISIM
CeTKH MPUIUCHIBACTCS PACCTOSIHUE A0 Oaudicatiieco BOKCEI,
coJIeprKaIlero 00bEKThI CLICHBI.
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Pucynok 1. Ilpumep peryssipHoii ceTku ¢ HHGopMmaruei o
GIIM30CTH Henycmblx BOKCeNen

JlaHHbIE 3HAUEHUSI MOTYT OBITh MCIIOJIb30BaHbI BO BPEMs IIPOXO0AA

CETKH 111 OBICTPOI 00pabOTKH OONBIINX MYCTBIX 00JIAaCTeH.

2.1 AnropuTmbl YCKOPSOLWMUX CTPYKTYP

2.1.1 [lepecevyeHue mpeyaorbHUKa U 80KCerIs

B pa6ote [9] mpemyioxer ciaenyromuid 3GQEKTUBHBIA aITOPUTM,

OCHOBY KOTOPOI'O COCTaBJIsICT TeopeMa “O pazdensiowux ocax”

IByX ebinykiblx MHororpanHukos A u B. B kauecrse

MHOrorpaHHuKa A BBICTYNAeT Hapajlenenunen P, cTopoHs

KOTOPOIro NapaJulelIbHbl OCSIM CUCTEMbl KOOPJUHAT, OJHO3HAYHO

OITPEJIENISEMBIil TTOJIOKEHUEM LIEHTPa € ¥ BEKTOPOM MOJOBUHHBIX

pa3MepoB h. B xaectse B - TpeyroabHUK T, 3a7aHHBI CBOMMH

BeplIMHaMU Uy, Uy U U, . JIIA YOPOIUIEHUS TECTa BEPLIMHBI

TPEYroJIbHUKA NPEoOpa3yloTcsl B IOKAIbHYIO CUCTEMY KOOPIUHAT

napawienenunena: v; =u;- ¢ i € {0, 1, 2}. Cormacuo

Teopeme, cymecTByer 13 ocei, BIONb KOTOPHIX MapauleenuIies

P n tpeyronsHuk T MOTyT OBITH pa3/eieHbl:

e [3 mecmaley = (1,0,0),¢e = (0, 1,0),e, =(0,0,1) -
HOpMalM K I'paHsAM Napajulenenunena (TecT Ha epecedyeHue
napajuienenunena P ¢ munumansHbiv  OrpaHUYHMBAIOIM
napaJuleleluIenoM Tpeyroybauka T).

e [I mecm] © — uopmams k tpeyrombuuky T (TecT Ha
nepecedeHue miockoctu T’ ¢ napasenenunenoM P).

o« [9 mecmoe]_&ijze_{xﬁ-,i,j e {0, 1, 2}, e fo =y — Do,

fi=%, — Dy, fo =Yy — ¥y — pebpa NpeobpasoBAHHOro
TpeyroibHuKa T (HU3KE paccMOTpeH ciydail [ = j = 0).
Ecimi Bce mepedncieHHbIC BBINIE TECTHI IPOWAEHBI, TO HET HHU
onHoil pasnessirouiel ocu, u P nepecexaemcsc T.

llﬂﬂ Te€CTa M3 BTOPOIr0 IIYHKTa JAOCTAaTOYHO PacCMOTPETH dee
BCPIIMHBI, JICKAIMWEC Ha KOHLAX JHaroHalii, HalpaBJICHUC
KOTOpOii Haubosee BIIN3KO K HOPMAIH Ti:
vec3 n = cross ( fo, f1);
float d = -dot ( n, vg );
vec3 pg = -sign (n) - h;
if (dot (n, pp)<d){
vec3 p; = sign ( n ) - h;
if ( dot ( n, p;) > d ) return “nepeceveHue ecmv”;

return “nepecevenua Hem”;



PaccMoTpuM OUH U3 IEBSATH TECTOB M3 TPETHETO ITYHKTA MIPH | =
j=0.B arom ciyqae 6ynem umets A =€y % fo = (0, ~fa , fo, )-
Ipoekuwueil TpeyroneHuKa T Ha MOTEHIMAIBHYIO Pa3/eiIIONIYI0
OCb (s KpaTrkoCTH OOO3HAYUM €€ CHMBOJOM Q) SBJSETCS
OTPE30K C KOHIAaMU B TOUKax M 1 (Py, B, Do) UM (P o, D1, P2):
Po=0a Vo=Vg " Viy —Voy " Viz,
5 o
P1=a V1= Vg " Viy —Vy " Viz = Dos
— > —
P2=a V= (Vyy — Vo) " V2z — (V17— Vg ) " Vay-
OnHako B paccMarpHBacMOM Cllydae Py = pP;, UTO IO3BOJIET
ompeneniTe ToJMbko M n (Pg,pz) U mx (Pg,p,), HCIONB3YS
anmapatHele (QYHKIHMH min U max. 3aTeM BBIYUCIHM “‘pamuyc” r
[POEKLMK MapasUIesienurnena P Ha och @, y4uThIBas, 4TO A, = 0:
r= hx ! |ax‘ + hy ! ‘ay‘ + hz ! ‘az| = h-y ! ‘ay| + hz ! |az‘-
Ecm Bce He0OXOAMMEBIE BEIMUMHBI BEIYHCIICHBL, TECT CBOJHUTCS K
MPOBEPKE CIEIYIOMNX JBYX YCIOBHUIL:

if ( min ( pe, p1) > r or max ( pe, P1) < -r ) return “nepecevenus Hem”;

2.1.2 ®opmuposaHue peaynsipHoU cemxu

[locTtpoenue  peryiasipHOM  CeTKM  Tpeamnojaraer  3ajJaHue
OrPaHUYUBAOIIEr0 MapajUIe/CUNena KOMIBIOTEPHOU CLEHBI,
KOTOPBIA ONpPEAENsieTCsl CBOCH MUHUMANLHOU W MAKCUMATLHOU
Toukol B,;, U B,y cootBercTBeHHO. J[lni IMOCTpoeHUs
pPaBHOMEPHOI CETKU ¢ 4YuciIoM pasdueHnit m, n, k Brois oceii x,
Yy MU Z COOTBETCTBEHHO MOXHO MCIOJb30BaTh CJIEYOIIHH
3¢ PEKTUBHBII ATTOPUTM:

foreach ( Triangle T from Triangles ) {

vec3 Tyin = vec3 ( min ( T.ug.X, T.Uz.X, T.Uz.X ),

min Ug.y, uz.y, T.uz.y ),
min Up. Z, ui.z, T.uz.z ) );

vec3 Tyax = vec3 ( max
max
max

floor ( ( Tyin = Bmn ) / VoxelSize );

Ue-y, us.y, T.uz.y ),

T.
T.

Ug. X, T.ug.Xx, T.uz.x ),
T.

Ug.z, T.ug.z, T.uz.z ) );

,-\,-\,-\,-\,-\
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vec3 start

vec3 final ceil ( ( Twax - Bmin ) / VoxelSize );
start = clamp ( start, vec3 (1, 1, 1), vec3 (m, n, k) );
final = clamp ( final, vec3 (1, 1, 1), vec3 (m, n, k) );

for i, j, kR € [start, final]
if (T N Voxel[i, j, k] # @ )
Voxel [i1, j, R].Add ( T );
}
JI KaxIoro TpeyrolbHUKA ONPEAENACTCS €r0 MUHUMATbHBIL
OrpaHUYUBAOIIUN HapajUleNeNuIe], ¢ KOHIEBBIMUA BepLIMHAMU
Thpin U Tpgy . JaHHBIA Hapanienenunesn HCHONb3yeTCsS AL
OIIpeJieNICHUs] HOMepa HayalbHOIo (start) u KoHeuHoro (final)
BOKCEJIs1 U3 OKPECTHOCTH TPEYroJbHUKA, BKIOYAOIIEH TOIBKO TE
BOKCEJIM CETKH, C KOTOPbIMU YKAa3aHHBIA TPEyroJIbHUK MOXET
nepecekarbcs. Jlanee TpeyroabHUK TECTUPYETCs Ha IepeceueHue
€ KaXJIbIM BOKCEJIEM JaHHOH OKpPECTHOCTHU U, €CJIU IepeceucHue
HMeEET MECTO, 100aBIIETCS B CIICOK 0OBEKTOB BOKCEIIS.
2.1.3 06x00 peaynspHoU cemku
B pabore [10] pmaercs osddexruBHBI amropurM obxoxa
PEryIsIpHOH CeTKH, KOTOpBIH BKIIOWaeT ce0s JBa OdTama:
unuyuamzayus (initialization) u nowazogwiii 06x00 (incremental
traversal).
Munnuanusanusa. Homep HaualbHOro BOKCENS Ha YT Jlyda
3aHOCUTCS B LIEJIOUUCIICHHBIN BEKTOp voxel:
ivec3 voxel = floor ( ( ray.Origin - By, ) / VoxelSize );
BekTop step comepKuT 3HaK MpUpaLeHUs] HOMEpa BOKCENs IpU
IIPOXOXKAEHUU JIyda 4epe3 ero rpaHuIly BJOIb OCed X, Y U Z
COOTBETCTBEHHO:
ivec3 step = sign ( ray.Direction );
Bpems npoxoskaeHus JIydoM OAHOIO BOKCEILA BJOJb Oceil X, Yy U z
3aIMCBIBAETCS B BEKTOp delta:

vec3 delta = VoxelSize / abs ( ray.Direction );
HaKOHeH, BBIYUCIACTCA BpPEMs COyOapeHUA Jiyda C Ok ai e
TpaHbIO BOKCEJIA BAOJIb oceit X, YyNZ:.

vec3 out = delta * max ( step, 6 ) -
mod ( ray.Origin - By, VoxelSize ) / ray.Direction;

Haumenbiiee wu3 TpEX HaWIEHHBIX 3HAYCHHIA BpEMEHU t
Oonpeaeysa€T pacCTOAHUE, KOTOPOE CIIEAYET HpOfITPI BJ0JIb J1y4a 010
coyaapeHus € FpaHI/IIleﬁ BOKCEJIA.
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PucyHok 2. Mnunuanusanus peryaspHoi ceTku

DeltaX
/

HomaroBelii mpoxox. DOTanm [OWIAroBOro  Ipoxoja
PeryJsipHOM CEeTKHM BBINOJHSIETCS BecbMa IPOCTO: B KadyecTBe
CIIEAYIOIIEro BOKCEN BCEr1a BEIOUPAETCs Oaudicaiiiuii:

vec3 next;

float min;

do {
next = (06, 0, 1);

min = out.z;

if ( out.x < out.y )
if (out.x < out.z ) {

next = (1, o, 0);

min = out.x;

}

else
if (out.y <out.z ) {

next = (e, 1, 0);
min = out.y;
}
MpoBepka Bcex mpeyz2onvHUKOB mekywez2o Bokcena
out += delta * next;
voxel += step * next;
} while ( min < final );
Cne;[yeT O6paTPITI> BHUMAHHWE Ha BaXHYIO 0COOEHHOCTh
ajiroputMma: OmKkaiinas ToYKa coynapeHusi € TpEyrojbHUKaMu
paccMaTrpruBacMoOro BOKCEJIIA MOXKET HaXOIUTbCA 6He JaHHOI'0
BOKCCJIA. Hpez[noxceHHaﬂ InporpamMmmHas peajmsanus ajropuTMoB
B 3HAYMTEILHOMN MEpPE BEKTOpHU30BaHa, YTO MOXET JAaTb
CyIJ_IeCTBeHHHﬁ BBIUTPBIII B IMPOU3BOAUTCIBHOCTH KakK JJisAg
r‘pa(bnqecmx, TaK U IJId HEHTPaJIbHBIX ITPOLECCOPOB.

2.1.4 ®opmuposaHue peaynsipHol cemku briuzocmu

IMoctpoenue peryisipHoit cetku ¢ uH(popMmanued o GiuzocTn
OTJIMYaeTcss OT (OPMUPOBAHUS OOBIMHOH PEryIpPHO CeTKH
OJHMM JIONOJHUTEIBHBIM IIArOM — IIOCTPOCHUEM  Kapmibl
paccmosinuii. JIns pemeHust NaHHOH 3ajadd ObLI MCIONIB30BaH
s dexruBHblii arroput™ [13].

2.1.5 T[lpoxod peaynsapHol cemku 6nu3ocmu

OtTiauyue COCTOUT B TOM, 4YTO B KayeCTBC CJICAYIOLICIO
BI;I6PIpaeTCH BOKCCJIb, KOTOpI;Iﬁ HaxXoouTCA Ha pPaCCTOSIHUU
mx (Dl ) OT TEKYLICro BJOJIb HaMpPaBJIICHUSA PaCHpPOCTPaHECHUA
Jiy4ya, rae D — 3HauecHue COOTBETCTBYHOLIEIO 3JICMEHTA KapThl
PacCTOSHUIA:

vec3 next;

float min;

do {

MpoBepka Bcex mpeyz2onvHUKoB mekywez2o Bokcena
int proximity = Proximity ( voxel );

for (int 1 = @; 1 < proximity - 1; i++ ) {



if ( out.x < out.y )
if ( out.x < out.z )
next += (1, 6, 0);
else
next += (6, 0, 1);
else
if (out.y < out.z )
next += (0, 1, 0);
else
next += (6, 0, 1);

out = delta * next;
}

voxel += step * next;
} while ( min < final );

2.2 AnropuTMmbl nepeceyvyeHus
2.2.1 [lepeceueHue nyya ¢ napasnnenenunedom

ANropuTM HMCHOJB3YETCS U BBIYUCICHUS HAYAILHO20 W
KOHeYHO20 BpPEMEHHU COYINApeHHs Jiyda C OrpaHUYUBAIOLIUM
MapajulelenuIesoM CUeHbl (start u final COOTBeTCTBeHHO). B
pabote [11] maercst 3¢ heKTHBHBIN aNrOpPUTM Ha OCHOBE “nonoc”
(“slabs”), Thoe moA TONOCOH TOApasyMeBaeTCs  00JIacTh
[IPOCTPAHCTBA, 3aKJIIOUEHHAs MEXIY JBYMS IIOCKOCTAMU. Eciu
HavyaIbHOE BpeMs COyAapeHus ¢ HauOosee yHaalleHHOH MOJIOCOoi
OKaXeTcsi OOoNbIIe KOHEYHOrO BPEMEHH  COYIapeHHs C
Ommkaiiiell noyocoi (start > final), TO JIyd He nepecexaemcs
C MapajuIeIeIUIIeIOM:

R(t)

/ s

ﬁnay final./
/

N\
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YSlab
@
S
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- < - <

< <
X Slab XSlab

PP[Cy]-lOK 3. BapI/IaHTbI PacnojioKEHUs JIyda U Napajiejienunena

IporpaMMHas peanu3arys aropuT™a ObliIa ONTHMU3UPOBAHA 32
cyeT ucnosb3oBaHus cBoiicTs cranjapra IEEE 754 u BeKTOpHBIX
BO3MOJKHOCTEH COBPEMEHHBIX LEHTPAIBHBIX U TIpa@UIecKux
IIPOLIECCOPOB:

vec3 omin = ( Bwn - ray.Origin ) / ray.Direction;

vec3 omax = ( By - ray.Origin ) / ray.Direction;

vec3 tmax = max ( omax, omin );

vec3 tmin = min ( omax, omin );

final = min ( tmax.x, min ( tmax.y, tmax.z ) );

start = max ( tmin.x, max ( tmin.y, tmin.z ) );

return start < final and final > @;

[IpuBeneHHbIN BbIIIE MCEBAOKOA BBINOIHSAECT /2 3IEMEHTapHBIX
apudMeTHuecKUX omnepanuii M /2 onepaunuil CpaBHEHHS M He
COJICPIKHT sI6HbIX BETBICHHI, UTO MOBBIIIACT 3¢ HEKTUBHOCTD IIPU
HCIIONHEHNH Ha COBPEMEHHOI1 rpaaeckoil anmaparype.

2.2.2 [lepeceyeHue riy4a ¢ mpey20/1bHUKOM

B pa6ote [12] mpemnoxen HaubGonee 3()(GEKTUBHBIN alTOpUTM,
OCHOBAHHBI/ Ha HMCIIONB30BAHUY OGpUYEeHMPULECKUX KOOPOUHAM
(a, B), B xoTOpBIX M06YI0 TouKy M Tpeyronbuuka T = {iyu; U, }
MOKHO IIPEICTaBUTh B CIICYIOIIEM BUJE:

Map)=1-a-p)- Wo+a-uy+p -,
a>20, 20 nm a+f<1. JlaHHble KOOpAWUHATHl aKTHBHO
HCIIONB3YIOTCS HA JalbHEHIIMX CTafMsAX BU3yaIM3allUM IS
MHTEPHOJSIIUKY HOpMasel, TEeKCTYPHBIX KOOpPIHHAT M JIIOOBIX
JPYTUX BEPIINHHBIX aTpHOYTOB.

L o
Beruncnenne Toukm coymapenus Jnyda R(t) =o0+d -t ¢
TPeYroMIbHUKOM T SKBHBAJIGHTHO peLIeHHI0 ypaBHeHus R(t) =
M, B) , KOTOpOE MOJKHO 3aIucaTh B BUJIE:

o+d-t=(1-a-p) TUy+a- iy +p- i,

Omyckasi TPOMEKYTOYHBIE BBIKIAAKU, IIPUBEIEM IICEBJOKO]
BApUAHTA AJITOPUTMA, ONTHMH3HPOBAHHOIO HPEABAPHTEILHBIM
BBIYKMCIIEHUEM HOPMAIU K TPEYTOJIBHUKY 11

vec3 e;
vec3 e,

= Ug — Uz;

= Uz - Ups

vec3 r = uy - 0;

vec3 s =cross (r, d);

res = vec3 ( dot ( r, n), dot ( ey s ), dot (e, s ) )/ dot (d, n);

return res.x > @ and res.y >0 and res.z > 0 and res.y + res.z <1;

HpeﬂBapPITeJ'IbHBIfI pacuer HOpMaﬂeﬁ MO3BOJISICT HCKIHOYHUTH
OAHY OII€pallUi0 BEKTOPHOI'O IMNPOU3BEACHUA, U TPYAOEMKOCTH
MOZ[I/I(bI/IHI/IpOBaHHOFO ajropurtMa COCTaBJISIET 42 QJIEMCHTAPHBIX
apI/I(bMeTI/I‘IeCKPIX onepanuu 1 4 onepanuu CpaBHEHUS.

2.3 dopmaT gaHHbIX U cXeMa BbIYUCIeHUN

Jlnst pacdyera OCBEIIEHHOCTH NPUHSATA MOAeNb Yurrena. [ mybuna
TPacCUpPOBKU SIBIAEICA IapaMeTpOM, HO IO YMOIYAaHUIO JJIi
MOBBIIIEHUS IIPOU3BOAUTEIPHOCTY YCTaHOBIEGHA TPACCUPOBKA
00HO20 OTPaXEHUsI ¥ 0gyx mpenomieHuit ayda. Kpome Toro, mst
HOBBIIIEHUS] PEAIMCTHYHOCTH M300paXKEHUs] BH3YaIM3UPYIOTCS
TEHU IOCPEICTBOM TPAaCCUPOBKH Ul KKIOr0 MCTOYHUKA CBETa
OJIHOTO MeHeso20 yda.

CmeweHue 8 mekcmype
8epw uHHbIX ampubymos

Kapma paccmosHuli  —————p

Yucno mpey207bH uKos l_’

8oKcesns

Texcmypa
sonceneli

Be 1 2 3 4 s 60 61 62
(KaOble Mpu 6epwuHb! PAn | PBu | PG PA PA PBi. | PCix
3adatom mpey2onibHuK) ea, | ee, | o, | pay B ESES

PA pB. | P PA; PA ee. | ec.

mpey201bHUKo8

Nio Ny N, Noo Nio Ny N
Hopmanu K naockocmam l

TeKcmypHble K0opOUHamb! |
8epwW UH Mpey20/1bH UKos >

Texcmypa mexcmyprbix TeKcmypa aepwun u Hopmaned K

Hopmarnu e eepuiuHax

mpey2011bHUK0B

CmeweHue 8 meKkcmype
mamepuasnos

Texcmypa
Hopmanei

—

Texcmypa
mamepuanos

o
»

coema
coema
el
modyns

Kosdduyuenm
ompaenus oHos020
Kosdduyuenm
ompaxcenus duddyaozo
ompaxcenus epkansHozo
caema u KoagpxpuyueHm
peakocmu 6nukos

BKad ompaxcenHeix nyseli
BKad npenomnenHeix
MacwmaG mexcmypo u
~Homep mexcmypHozo

PP[Cy]-lOK 4. TeKCTypI)I, HCIOIB3YEMBIC I II€pEAavYr JaHHBIX

B coOTBEeTCTBHM ¢ TPHHIMIAMHU BBIYMCICHHI Ha TpahHUIecKoM
MpoIeccope Bce HEOOXOIMMBIC IIJIi PAcYEeTOB JaHHBIC JTOJKHBI
OBITh IEpeAaHbl MOCPEICTBOM TEKCTYpP U TNIOOANBHBIX uniform-
repeMeHHbIX. B 3amaue TpacCUpPOBKM  JIydel  TEKCTYphbI
HCHOJIB3YIOTCS Ul MEpeiaur B LIeHaep MOJENM KOMIIbIOTEPHOU
CIIEHBI, MPEACTABIEHHON B BHUJE YCKOPSIOIIEH CTPYKTYpBI.
[lepBuyHolf ~ sBIACTCA  mMpexmepHas meKcmypa  60Kcelell
paBHOMEpHOH ceTkH. B KakIoM Tekcelle TEKCTypbl BOKCEJeH
XPaHUTCS CMELIEHUE B MeKCmype 6epuitt, YUcio mpeyeobHUKOS,
MEPEKPHIBAOLINXCA C JaHHBIM BOKCEJIEM, paouyc OKPECTHOCTH
MyCTHIX BOKcenaed u T.JA. lnobGanbHble uniform-niepeMeHHbIe
HCIIOJIb3YIOTCS ISl NTepeladl MOJ0KEHHSI M1 OPUEHTALlUU KaMephl
W UCTOYHUKOB CBETA.



JU1s  MHAOMMPOBAHWS — BBIYMCICHHH  CIEAyeT  YCTaHOBHTH
HapaJlebHYI0 MPOEKIMI0 W HApHUCOBAaTh INPSIMOYTOJIBHUK,
3aITOHSIOMMH BCIo o0yacTs BuauMocTd. Ha srane pactepusamun
JaHHBI  IpPSMOYroJbHUK  OyneT pasOMT Ha  OT/ACIbHBIE
(parMeHTBI, COOTBETCTBYIOIME MUKCEJSIM B Oydepe kampa, a
KaXJblii (parMeHT mnepenaH st 0OpabOTKM (parMeHTHOMY
ureiinepy.

3. OLEHKA NPOU3BOAUTENIbHOCTU

JInst OLEHKM NPOM3BOAUTENBHOCTH IIPOTPAMMBI  TPACCHPOBKU
Jydel HcIonp3oBaach Tecrosas cueHa “Lexus”.

P](ICyHOK 5. TectoBas crieHa JUIA BU3Yyallu3alli

Mopnens cocrout n3 ~325000 TpeyrolbHHKOB, OOJBIIMHCTBO
MaTepuajoB  ABIAIOTCS IPO3PAauHBIMU U OTPAXKAIOUIUMU,
YCTAQHOBJICHO 06 TOYEYHBIX HCTOYHMKA CBETa, pa3Mep OKHa
Bu3yanm3anuu coctapiusget 512 x 512 Touek. Huke B Tabmmie
JIaHBl 3aMepbl NPOU3BOIUTEIBHOCTH (Kadp/ceK), COOTBETCTBY-
IOIIME TIOJIOKCHUIO KaMepbl JUId HepBOro kaapa (OAUH U3
TSDKEJIBIX CIIy4aeB).

Uniform Grid Proximity cloud
PasmepHoCmb AMD NVIDIA AMD NVIDIA
P Radeon Quadro Radeon Quadro
cemud 4850 5600 4850 5600
32x32x32 12/7 21/11 11/7 20/ 11
64 x 64 % 64 22/12 37/20 29/ 16 51/26
128x 128 x 128 25/ 14 42/22 34/20 68/35

IlepBoe 3HaYEHHE COOTBETCTBYET pacdeTy TONBKO HPSAMOO
OCBEIEHHS, BTOPOE — pacdery npamoc0 W 6MOPUHHOO
ocBeleHus. J[Ba HIDKHHUX Kajpa MOKa3bIBAIOT OTTEHKAaMU CEpOTo
I[BETa YHCJIO 0OpabOTaHHEIX BOKCENCH CETKH NPH OTCYTCTBHUH U
HaJMYUU HHGOPMAIIK O GJIM30CTH.

4. 3AKIIOYEHUE

B nanHoi pabore mocrpoeHa 3(eKTHBHAS pealm3alys METoza
00paTHOM TPACCHPOBKY JIydel IS HCIIONHEHHS Ha rpagmaeckoM
mpoueccope B pealbHOM BpeMeHH. JlaHHas — peanu3anus
aKKyMyJMpyeT M pa3BHBAaeT CYINIECTBEHHYI0 4YacTh OIBITA
pa3paboTku TpaccupoBok peanbHoro BpemeHu (Real Time Ray
Tracing umm RTRT). Ilpn psoBbIX anmapaTHBIX BO3MOXKHOCTSIX
peanbHOe BpeMsl 00eCIIeYeHO JUls IOCTaTOYHO CIOXKHBIX CLieH (U3
300K u 6oree TpeyronbHUKOB). DKCIEPUMEHT HO3BOJISIET ClIeIaTh
BBIBOJ] O BBICOKOH 3((QEKTUBHOCTH: YCKOPSIOIIEH CTPYKTYphI Ha
OCHOBE PETyJIAPHON CETKH ¢ “00JIaKOM OJIM30CTH’; YIIYUIICHHBIX
ITOPUTMOB IEPECeUeHHs “Nyd-TIPUMHUTHUB” 0€3 JUHAMHYECKUX
BeTBJ]eHIdﬁ; JAPYrux HCIOJb30BAaHHBIX U OHNTHMU3HMPOBAHHBIX B
naHHOH pabore TexHuk. Ilonxon Ha ocroBe OpenGL u GLSL
MO3BOJIMI  3aJeUCTBOBATh BCE BO3MOXKHOCTH COBPEMEHHBIX
rpaQUYeCKUX IIPOLECCOPOB W, OJHOBPEMEHHO, OOECIIeHHII
MEXIUIaTGOPMEHHOCTb.
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